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1 1 Mif*4-" Don l miss out on our ultra " co0 ' collection 
<* WJl " of official Atari Jaguar merchandise — 

featuring hats, T-shirts, tote bags and much more! 
For your free catalog, call 414-241-3313. 



Stuck? frustrated? Need a Hint? 



U.S.A. Customer Help Hint Line 

l-900737-ATARI (1-900-737-2827) 

95( per minute. II you me unlet 18. be suie lo gel a parent's permission before callin 
A touch-lane telephone is required. 



U.K. Jaguar Software Helpline 



Jaguar Softweie Helpline. Cuckoo Wharf Units M Uchfield Rd, Aston, Biiminghom. B6 7SS 

Please obtain permission to call Itom the person who pays the Ml. 

Colls cost 39p per minute (heap rote, 49p pet minute ot ol other limes (moiimum charge £3.20) 

Prices and games featured on this service correct at time ol going to press. 

We reserve the right lo change the games featured on the helpline without prior notice 

II you wish to pm the Official Jaguar Club, please send your name and address derails to: 
Jaguar Club. Atari House. Slough. S12 SBZ 



ATARI Info Consommateur 

36.68.00.16(2, 19 fla minute) 



Read before using your Atari video entertainment system. 

A very small percentage of individuals may experience epileptic seizures when exposed 10 certain 
light patterns. Exposure to these patterns or backgrounds on a television screen or while playing 
video games may induce an epileptic seizure in these individuals. Certain conditions may induce previ- 
ously undetected epileptic symptoms even in persons who have no history of epilepsy. If you, or any- 
one in your family, has an epileptic condition, consult your physician prior to playing. If you experi- 
ence any of the following symptoms while playing a video game — dizziness, altered vision, eye or 
muscle twitches, toss of awareness, disorientation, any involuntary movement, or convulsions — 
IMMEDIATELY discontinue use and consult your physician before resuming play. 

WARNING to owners of projection televisions: 

Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT 
Avoid repeated or extended use of video games on large-screen projection televisions. 

This product has been rated by the Entertainment Software Rating Board. 

For information about the E5RB rating, or to register a complaint about the appropriateness of the 

rating, please contact the ESRB at 1-800-771-3772. 
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JAGUAR " 64-Bit Interactive Multimedia System 
Game Manual 

Handling this Cartridge 

The Atari Jaguar Interactive Multimedia Cartridge is 
intended for use exclusively with the Atari Jaguar System. 

• Do not bend it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or 
other source of heat. 

• Be sure to take an occasional recess during extended play 
to rest yourself. 

• If for any reason your cartridge does not load, or you see 
only a red screen, remove, clean, and reinsert the cartridge. 
If the problem persists, refer to the warranty information 
included with your Jaguar cartridge. 

Atari Corporation it unable to guarantee the accuracy of printed material after the date 
of publication and disclaim! liability for changes, errors or omissions. Reproduction of 
this document or any portion of its contents is not allowed without the specific written 
consent of Atari Corporation 

Ruiner Pinball" 1995 Atari Corporation. All rights reserved. Ruiner Pinball is a trademark of 
Atari Corporation. Atari, the Atari logo and Jaguar are trademarks or registered trade- 
marks of Atari Corporation. All rights reserved. This software is authorized by Atari for use 
with the Jaguar 64-Bit Interactive Multimedia System. Made in the U.S. of domestic and 
nported components. 
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WOW! TWO GREAT GAMES IN ONE PACKAGE! 

Be prepared for o visual banquet of characters and fun-filled possibil- 
ities. Youll find action and fun animation in every inch. There ore two 
totally cool soundtracks, as well as all the bells, bings, clunks and pings 
you'd expect to find in the arcade. Multiple flippers, multiple levels, 
dual-table play and bonus shots galore will really test your skills. Get 
ready to drop a few bombs or get bats in your belfry! 

RUINER 




Set in 1962, with the devastation of World War II and the threat of 
nuclear warf ore fresh in everyone's mind, the possibility of a nuclear 
attock strikes fear in the hearts of people throughout the civilized 
world. 

The Cold War has come to a head. Nuclear War is imminent. You are 
responsible for the protection of your country. Prepare for DEFCON 
1 — full-scale war — brace yourself for the inevitable counterattack, 
and hove a blast! 

Ilk Ruiner is an intense, super-fast, totally killer game, keep your eyes on 
- the ball and blow up anything that moves, but watch out for civilians! 
This action-filled pinball gome is going to blow your mind! 
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Tower 

Deep in the uncharted forests of a strange land stands a castle whose 
sinister tower costs a foreboding shadow across the surrounding 
trees. The tower can be seen for miles. Tales of its purpose abound but 
few have ventured to climb its heights and fewer still returned to tell 
the tale. 

You, seeking adventure and action-pacKed pinball thrills, enter the 
tower to discover its blackhearted purpose. You must battle with the 
strange inhabitants and their all-powerful mistress, the evil sorceress. 
Will this be your last pinball game ever? Will you return to sanity and live 
to fight another day? 




Sure! It is possible to defeat the Tower and bring it crashing down, but 
doing it is a real challenge. Youll have to use the mogic of the tower to 
cast three spells. It's going to be hell, and it will drive you bats, but 
you'll have a devil of a good time. 
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1) Insert your Ruiner Pinboll cartridge into the cartridge slot of your 
Joguar 64-Bit Interactive Multimedia System. 

2) Press the Potter button. 

5) Press the A or B button to go directly to the Main menu. 

MEMORY SAVE 

High scores and game options including number of players, number of 
bolls, TinyCam ON/OFF, boll type, and difficulty level ore retained in the 
cartridge even if you have turned off your Jaguar 64-Bit Interactive 
Multimedia System. The cartridge will store up to 100,000 changes. 
After 100,000 changes have been recorded, no more changes will be 
retained. To clear currently saved changes, press *, § and Option while 
on the Ruiner Pinboll title screen. 
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CONTROL' 



JoypodLeft 
or Right 




A Button 
B Button 
C Button 

Pause Button 

Pressing lie Pane button win 
pause the gome. While paused. 
you con adjust the sound effects | 
volume by pressing tue B button, | 
and the music votone by pres- 
sing the A button Press Pauw 
ogoln to resume ploy. 



Jaypad urft 'i. Do* 


left flipper 


B Button 


Riant flipper 


A Bi I'd' 
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Left I ilge 


Joypni Right 


lift nudge 


Buttons 


Right nudge 


CButton 


Bight nudge 


Button J 


Center nudge 


Button7 


Instantly restart o gone 
after lost bal 


Button9 


Instantly restart a gofne 
at the some level 


Pose 


Pauses the gone 



PROCONTROUER 

If you hove o Joguor ProControler, you con use the left and right flngert 
to nudge the table to the left or right. All the other controls remain the some. 




SFELLl 







Rulner - Starts Ruiner with current settings. 
Tower - Starts Tower with current settings. 
Options - See Options for details. 
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OPTION! 



Number of players 
lto4 

Number of bolls 

3, 5 or 7 (5 is default) 

TlnyCam on/off 

Turns the picture-in-picture 
display on or off 

-> Textured/Nornal Ban 

Select a solid silver ball or a ball 
with an imprinted sKull 



Eo8y/Factory /Hard 

Select the skill setting (Factory 
is default). 

Exit 

Return to the Haln menu. 

Press up and down on the Joypod 
to move around the Options 
screen. Press the B button to 
mate your selections, and move 
to the next option to complete. 
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AME SCREEN' 




Top right corner displays score, balls in play, players number (for multi- 
ple players), bonus scores and extra bolls, in addition to any other game 
messages. 

When TinyCam is on, the bottom left corner of the screen displays a box 
to indicate special events on the screen, such as a lit ramp or flashing 
targets. 



IOTNG RUINER PINBA 



The object is to hit as many targets, KicKouts and flying obstacles as 
possible. Lach game has multiple sets of flippers. You lose the ball if it 
falls through the bottom sets of flippers and out of the hole at the 
bottom of the machine. 

Launching the Ball 

The longer you hold the A button down, the forther the ball will travel. ( 
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Tilting the Table 

You can olso nudge the pinball table to help the boll move either right, 
left or center ( see Controls). Beware, if you nudge too much youll tilt 
the machine and deactivate all flippers until your next ball. 




Multiple player games 

For two or more players, each person shoots in turn. The score box in 

the top right corner shows which player has the ball. 




Sound Effects 

You can adjust the music volume and the sound effects level by pressing 
the Pause button on your Joypod- While the game is paused, press the 
r . - A button to adjust the music volume or the B button to adjust the level 
J of the sound effects. Press Pause again to resume play. 



iii La 



KsH 





RUINER 

To odvance to the next DEFCON level. Knock down all three SHELTER tor- 
gets while they are flashing. Follow up by sending a ball up the lighted 
Missile ramp and the DEFCON level will advance! 




DEFCON 4 

You must hit the Alert KicKout on the right playfield. It might seem lite 
a lot of fun, but do NOT hit the civilians (you'll lose points)! Follow the 
lights to advance to DEFCON 3. 

DEFCON 3 

Three G.I. targets on the right playfield will be lit. Knock down all of 
them and you'll advance to DEFCON 2. 

DEFCON 2 

Aim for the RAID KicKout, you've got to hit this to advance to DEFCON 1. 

DEFCON 1 

KnocK the SHELTER targets down one last time and shoot the Missile 
ramp. Your missile is locked and loaded. Get ready, the ball will launch into 
the enemy territory and the counterattack (multi-ball play) will follow! 



There ore tons of woys to increose your score. Try different ramp and target 
combinations and find mystery awanJs. 



Tower 

The tower is inhabited by on evil sorceress, but you con use her magic 
to your own advantage. Cost any three spells in the tower and it will 
crumble.... maybe to complete ruin... maybe not... 




The Sorceress spell 

Hit the cauldron powerup and follow the lights to cast this spell. 

The Captive Spell 

You must Knock down the three dragons and follow the lights to cast 
this spell. 

The blood Knife spell 

Shoot the mouth Kictout at the bottom of the tower and follow the 
lights to the spell's completion. 



Tnere ore many other targets and romp combinations to find in the lower so go 
rottle o few bones! 
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Leod Tester Chris Charles 

Testers: Ned 

Nathan Ton 
Jennifer Vernon 
Bill Woods 

Marketing Product Manager: Kristine Chambers 

Creative Services: Greg LaBrec 
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High Voltage software 

Producer: Kerry J. GanofsKy 

Programmer Scott Corley 

Artist Mite Baker 

Collision Maps: .Cory Penczek 

Ruiner Design: Scott Corley 

Tower Design: Mike BaKer 

Sound & Music: AcrdvcrK Action Audio 
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WARRANTY 



Atari warrants to the original purchaser this product to be free from 
defects in material and workmanship under normal authorized use for a 
warranty period of ninety (90) days from the date of purchase as evi- 
denced by your receipt. Atari will replace the defective software free 
of charge. After the expiration of the warranty period, you assume the 
entire cost of all necessary servicing, repair or correction. 

The warranty is null and void if the cartridge has been opened and/or 
any ports were removed or if software or any accessories other than 
those authorized by Atari are used in connection with this product. 
Warranty does not cover accidental or intended damage or neglect. If 
the product displays a fault within the warranty period, the user should 
return it to his place of purchase, which will follow the reauired proce- 
dure to obtain a replacement. 

In no event shall Atari be liable for consequential or incidental damages 
resulting from the breach of any express or implied warranties. Some 
states do not allow limitations on how long an implied warranty lasts or 
exclusion of consequential or incidental damages, so the above limitation 
or exclusion may not apply to you. 
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